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auaze = NATIONAL GO SOCIETY 


Ro 4 RAMSEY ROAD, EDISON, NJ 08817 
cameo? = WOODEN GO BOARD ee ee 
GB 006 F 1.5cm thick, Agathis folding board 20.00 * 14.00 
GB 101-T 2.5cm thick, Agathis table board 45.00 30.00 
GB 102 TP 5.5cm thick, Agathis table board 90.00 60.00 
GB 102 T 5.5cm thick, Masame Agathis table board “Supreme” 135.00 90.00 
GB 112 KI 5.5cm thick, Itame Kaya table board 260.00 180.00 
GB 112 KM 5.5cm thick Masame Kaya table board. (2 pieces glued together) 3490.00 210.00 
TAL NON MEM 
CATALOG = TRADITIONAL GO BOARD WITH CARVED LEGS ca eee 
GB 105 LX 14.5cem thick, Masame Agathis board 360.00 270.00 
GB 106 LX 17.5cm thick, Masame Agathis board 480.00 360.00 
GB 107 LX 20.5cm thick, Masame Agathis board 600.00 450.00 
GB 108 LX 23.5cm thick, Masame Agathis board 720.00 540.00 
If you are interested in a Shinkaya board (Spruce), simply mark “S” after the catalog number. 
Prices are same as Agathis board. Spruce has a nearly white color while Agathis has a light creamy brown 
color. (A cloth cover will be furnished without extra cost.) 
GB 115 KA 14.5cm thick, Itame Kaya board 1,200.00 900.00 
GB 116 KA 17.5cm thick, Itame Kaya board 1,800.00 1,200.00 
GB 117 KA 20.5cm thick, Itame Kaya board 2,400.00 1,600.00 
A custom wooden cover and a cloth cover will be furnished without extra cost for Kaya board. 
N MEMB 
CATALOG SET OF STONES AND WOODEN BOWLS NOMDRICE PRICE. 
GS 223 GL 6.5mm thick, high quality glass stones (set) 25.00 17.00 
GS 228 GL 7.5mm thick, high quality glass stones (set) 30.00 20.00 
GS 234 GL 9.5mm thick, high quality glass stones (set) “Phoenix” 40.00 30.00 
WB 301 L Two, Ash bowls, Large (Dark brown color) 35.00 20.00 
WB 302 LX __—‘ Two, Zelkova (Keyaki) bowls, Large (Light brown color) 100.00 60.00 
WB 303 LX Two, Mulberry (Kuwa) bowls, Extra Large (Yellowish brown color) 150.00 90.00 
WB 304 LX Two, Chinese Quince (Karin) bowls, Extra Large (Reddish brown) 120.00 70.00 


Large bowls can accommodate up to 9.8mm thick stones & Extra Large bowls up to 12.1mm. 


TAL! MEMB MEMBER 
bait” ACCESSORIES ao - PRICE 
WC 912 LX Paulownia (Kiri) wood cover for 5.5cm thick board. 50.00 30.00 
WC 915 LX Paulownia (Kiri) wood cover for 14.5cm thick board 100.00 70.00 
WC 916 LX Paulownia (Kiri) wood cover for 17.5cm thick board ; 110.00 80.00 
WC 917 LX Paulownia (Kiri) wood cover for 20.5¢cm thick board 120.00 90.00 
WC 918 LX Paulownia (Kiri) wood cover for 23.5cm thick board 130.00 100.00 
WC 930 LX Paulownia (Kiri) wood case for extra large bowls 70.00 45.00 


1. Member price is applied to the National Go Society, American Go Association 
and Canadian Go Association members. Go club members who send a 
member list are entitled too. At least 10 players should be on the list. 

2. Go clubs are entitled to get 10% discount on orders of 9 or more items (or 
3 sets) of any items. 10 or more sets of order, please write for assistance. 

3. In case you are not fully satisfied, return equipment in the original packing 
within 5 days from arrival for your full refund. Please understand return 
postage is the customers’ responsibility. 

4. If there is any damage, report immediately to the delivery company or post 
office for insurance. 

5. Any applicable taxes for foreign: orders are the customers’ responsibility. 

6. Please make a remittance by check or money order payable to “National 
Go Society”. Foreign orders; Please make U.S. bank draft or international 
money order in U.S. funds. 

. Prices subject to change without notice. 

. Illinois residents, please add 6% sales tax. 

. Most items are readily available. If not, you will be advised. 


Postage, Insurance & Handling 
1. U.S.A. included. 
2. Canada; 
Up to U$ 200.00 order: Add 10% 
U$ 500.00 order: Add 7% 
U$ 900.00 order: Add 5% 
Over U$ 900.01 order: Add 3% 
3. Other country; Write 


Write for free brochure. 
“How to select and preserve the 
Go equipment. 


oon 


CONTENTS 


Long :\DIStanGe: GOs wcicedekiadws dees adenine se vice ed eeeeaiguaaneseecace 8 
Go ‘ANG PENGING.4.0.dc.cisy 525 8esewseetarearkereeeiwindnas saves er eee Sees 9 
Michael Redmond Interview Part II... eee cee eee eee 10 
CHIMESES (GO. PLOD LEMS. eie.s-sisine ies aeons wise sie tea Bie) We wi BE SSL lew wae Sime ce eRe 11 
THE TEN COMMANDMENTS OF GO. ...65 ccc cic ca deeaee snes aseacie nce es ees 16 
World Computer Championships. ..6..cecccsccwcd ceemeseeceeeos eee es 24 
On the. Enjoyment: Of GOs cisciaccaid euniesdews eee Ss ow aaa sae ecaeme ee 25 
Kesha. ‘and: UCRLKOMI. 2c 'sscs wie eieas cae tiae ae Wiade Rad aire pala er SCe deme RRL SNe SiR 30 
AGJ Staff 
Executive Editor: Terry Benson Managing Editor: Roy Laird 
Associate Editor: Don Wiener Assistant Editor: Terry Gallager 
Peter Shotwell Jean-Claude Chetrit 
Bob High Distribution: Bob High 
Business Manager: Terry Assael Peter Shotwell 


p— reser 


: GO 
E An ancient board game which takes simple elements -line and circle, black: 
and white, stone and wood~ combines them with simple rules and generates: 
Esubtleties which have enthralled players for millenia. Go's appeal does noti 
Erest solely on its oriental elegance, but on practical and stimulating features: 
gin the design of the game. 


Go's few rules can be demonstrated quickly and grasped easily. It is enjoy-4 
Bably played over a wide spectrum of skills. Each level of play has its charms,§ 
Erewards, and discoveries. A unique and reliable system of handicapping leads 
Eto equal contests between players of widely disparate strengths. Go is uniquely 
fEflexible, and rewards patience and balance over aggression and greed. Ang 
iEearly mistake may be made up, used to advantage, or reversed as the games 
progresses. There is no simple procedure to turn a clear lead into a victory. 
lfGo thinking seems more lateral than linear, less dependent on logical deduc-§ 
tion, and more reliant on a "feel" for the stones, a "sense" of form, a gestalt 
perception of the game. : 


Beyond being merely a game, go can take on other meanings to its devo-3 
tees: an analogy for life, an intense meditation, a mirror of one's personality, 
an exercise in abstract reasoning, a mental "workout", or, when played well, 
fa beautiful art in which white and black dance in delicate balance across: 
the board. But most important for all who play, go, as a game, is challenging: 
and fun, : 


: : _ AMERICAN GO JOURNAL (issn 0148-0243 } 
The AGJ is a publication of the American Go Association and offers instruction, 
commentary, news and articles of general interest about the game of go. AGA 
f membership and AGJ subscription ‘is $20/yr. Copyright 1986 by the American Go 
’ Association. All rights reserved. | Reproduction in whole or in part is prohibited. 


— Back issues are $20/volume. Write: American Go Association, PO 397 
Station, NY, NY 10113. On Sele & 


American GO Association 


P.G. Box 397 Old Chelsea Station New York, N.Y. 10113 


The AGA is the national organization of US go players, cooperating 
with similar national organizations around the world. The AGA: 
~ Publishes the American Go Journal and Newsletter 
- Sanctions and promotes AGA-rated tournaments 
- Organizes the US Championships 
Distributes an annual club list and membership list 
~ Maintains a computerized numerical rating system : 
~- Schedules and organizes tours of professional players 
Works to develop a strong national network of clubs 
Promotes go and develops project to strengthen the US go-playing 
community. 
The AGA is working to let more people know about your favorite gam, 
and to develop your strength and that of your opponents. Join today! 


i 


AGA Officers 


President: Terry Benson Membership Secretary: Bob High 
Western V.P.: Les Lanphear Youth Coordinator: Chen Dao Lin 
Vice President: Masao Takabe Information Officer: Peter Shotwell 
AGJ Editor: Roy Laird Regional Coordinators 

Club Coordinator: Roger White New England: Don Wiener 
Treasurer: Barbara Calhoun Southern California: Joe Walters 
Ratings Coord.: Dave Relson Northern California: Jeff Knox 


MEMBERSHIP APPLICATION 


Date _ New Membership Renewal ___— Address/Name Change = 
Name : ** FOR AGA USE ** 
' Amt Check/Cash Rec'd / / 
Address 'CDL BC RL DW LL JW TB 


' Response sent: CDL BC RL TB LL 
' Card, List, AGJ's/GR's, Other 


ZIP Telephone # 


Regular Membership (includes a subscription to the American Go Journal 
for 1986 - $20/yr. and American Go Newsletter) *** overseas add $5 *** 


Chapter Membership (includes an AGJ subscription). Chapter Membership 

for 1986 - $30/yr. authorizes a club to sponsor AGA rated tournaments, 
make use of the AGA label service, receive AGA 
organizational materials, and offer to club members 
a $5 "Limited" AGA membership (no AGJ subscription). 
Limited Memberships must be sent by the AGA Chapter 


Contribution to the work of the AGA in promoting GO on a national level 
4 
(those who wish to make a tax-deductible donation toward Go education 


may do so by sending a separate check payable to the American Go 
Foundation. An acknowledgement will be sent by the Foundation.) 
Total Enclosed payable to the American Go Association 


Your support and that of every player who loves the game of go is crucial to its 
continued growth. Thank you for your help! 


The American Go Association 


GO NEWS 


6) 


Reports on the numerous recent AGA tournaments and a rating readout will 


appear next issue. 


AGA Go PIG Formed 


The AGA has recently formed a special Programmers' Interest Group with 
the intent of enabling computer buffs with a special interest in go 
programming to communicate through a formal network including the 
possibility of publishing a Go-PIG newsletter. 


A Special Interest Group (SIG) for computer people was formed by the AGA 
nearly two years ago and has been very helpful in the developement of 
Tele-Tsuke. (See World Youth Selection news above.) Go-PIG will provide 
a means of sharing information and ideas for people interested in 
programming the computer to play go. This effort is at the very 
forefront of artificial intelligence research and has been for some 
time. Bruce Wilcox, creator of NEMESIS, is one of the programmers who 
has indicated that he will participate in the network. Needless to say 
the help of Go hackers everywhere will be necessary to get the Go PIG 
off the ground. Available current information will be sent on request to 


oo 


ny current full AGA member. 
ATTENTION ALL PROGRAMMERS! ! 


The AGJ plans to publish a survey of go-related computer software. To 
the extent possible, we would like to describe the entire field, though 
we also hope to use the limited space available to describe some 
programs in detail. If you have a program that you think should be 
included, send us a write-up or put it on disk (Apple or IBM compatible, 
please) and send it to American Go Association, Box 397 Old Chelsea 
Station, New York, NY 10113 Attention: Computer Programs. 


DAT! 


July 13 


July 19 to 


August 2 


August 16/17 


August 17-24 


August 30/31 


Monthly 


Monthly 


Tournaments & Events 


EVENT & SITE 


Cleveland Midsummer 
Carlson Tournament 


30th European Go Congress 
Eotvos Lorand University 
Budapest, Hungary 


1986 Canadian Nat'l Champs 
Vancouver, British Columbia 


2nd U.S. Go Congress & 
1986 Western U.S. Champs 
Seattle, Washington 


1986 Eastern U.S. Champs 
Grammercy Park Hotel 
New York City 


New York Go Club 
Keystone Coffee Shop 
462 Second Ave, N.Y.C. 


San Francisco Go Club 
SFGC Clubhouse 


CONTACT 


Harold Lloyd 
216-371-2964 


Go EGYESULET 
Budapest, PF.55 
H-1364 Hungary 
English telephone: 
361-342-463 


Roy Langston 
604-251-4057 


Chris Kirschner 


206-323-8758 


Roy Laird 
718-768-5217 


Lee Ohlinger 
(201) 420-0186 


SFGC 
(415) 563-9737 


North America's World Youth Championship Representatives Chosen 
For the first time a continent-wide tournament selected the contenders 
for the WYC. Also for the first time anywhere, a computer program 
provided the means. The AGA's Tele~Tsuke long distance go playing 
program was pulled into shape by Sam Zimmerman just in time for the 
event. Four young U.S. players and three Canadians played off ina 


series of transcontinental games. 


The U.S. players were Tony Pa, 17 year-old 1 dan of Los Angeles who 
played in last year's WYC and is a product of the 40 player youth 
program run by James Chen of the Los Angeles Chinese Club, Scott 
Loetman, 17 year old 8+ kyu of Long Island, Luke Weisman, 12 year old 12 
kyu of San Francisco, and Alan Chen (James' son) of Los Angeles, the 
prodigy of American Go at 7 years old and 3 kyu! 


The Canadians drew players from two strong youth programs in Ottawa (run 
by Robert Lafleche) and in Vancouver, B.C. (run by CGA President Roy 
Langston). (Pat Thompson's youth program in Toronto has just started. ) 
From Ottawa were Marc St-Onge, 15 years old and 4 kyu, and Gilles 
Cazelais, 16 years and 1 kyu. The last minute entrant from Vancouver was 


Bo Ilic, 16 years and 2 kyu. 


Each country had national playoffs to select two contenders for the 
team. (Mexico had no eligible players.) Ilic beat St-Onge for the second 
spot on the Canadian team. Pa and Chen easily dispatch their distant 


opponents to represent the U.S. 


Against the U.S. players both Cazelais and Ilic lost to Pa and both beat 
Chen. (All games were by resignation.) The playoff between Ilic and 
Cazelais was delayed for a week because of school exams and won by Ilic. 
First board on the team will be Tony Pa and second board is Bo Ilic. 


The playoff could not have .taken place without the help of many 
dedicated organizers. The coordinator for the match in Los Angeles was 
Richard Dolen (who managed to find a place with two computers in the 
same room). He used Tele-Tsuke as the communications medium only, 
choosing to place the stones on a real go board based on the display. 
Jeff Knox, Northern California AGA Regional Coordinator refereed in San 
Francisco and Milton Bradley covered Long Island. (Luckily Scott Loetman 
has a Commodaore 64k with a modem - one of the computers on which 
Tele-Tsuke runs. The main North American (and U.S.) coordinator was Chen 
Dao Lin. In Canada, Tibor Bognar was the coordinator. Roy Langston 


covered Vancouver and Robert Lafleche refereed in Ottawa. (coe) 
co 
VIDEOGO! 


Take VIDEOGO to your club and see who scores the most 
points against Cho, Otake, Kobayashi, Ishida, and other 
top professionals. * 

Raise your whole club to Dan level - become your club's 
Meijin. Earn points for every rightmove, everygood 
idea, morepoints if you choose the winner's move. 


Requires IBM PC or compatible with graphics board. $39.95. 


Cornerstone Software _—— 
Skees Associates Inc. _————_——————— ee = 
11553 Clara Barton Drive == — => —————— —=— ————4 
Fairfax Station, Va. 22039 <a ———————————— = 


S) 
There was also a playoff for the adult representative player at the 
Youth Tournament limited to native-born North American players who had 
not represented their countries before in the orient. The results of AGA 
rated tournaments over the last year were used to select the field. Many 
eligible players were could not participate because of scheduling 
conflicts. Ultimately five players competed (Harry Gonshor, NJ, Jeff 
Rohlfs, Maryland, Bruce Wilcox, Boston, Don Wiener, Boston, and Mike 
Bull, San Francisco) with a combination of face-to-face and telephone 
games. The finals were an all Boston affair Wilcox versus Wiener, with 
the father of NEMESIS taking the prize. The Canadian contender was Louis 
Leroux of Montreal. The final game was a squeeker: Bruce won by }s point. 


The Tele-Tsuke program has finally "arrived" after much effort by Roger 
White of Cleveland, the International Foundation for Go, and 

Sam Zimmerman of Maryland. Tele-Tsuke has two sections: a playing 
program which accepts, displays and records the moves and a 
communications protocol. Before releasing the program generally, the 
those who have participated in its developement have a last opportunity 
to make suggestions regarding the protocol. It is hoped that it will 
become the international standard for long distance play and every 
effort is being made to see that it will perform well for the long term. 
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UNITED STATES 


For information verte: 

U.S. GO CONGRESS 

SUITE 1448 

4710 UNIVERSITY WAY N.E. 
SEATTLE, WA 98105 

U.S.A. 


OR CALL (206) 367-4940 


CONGRESS 


COME, AND GO WITH US - the 2nd U.S. Go Congress 
This year's Go Congress promises to be a tremendously successful follow 
up to the Ist Congress last year. Over 100 players from New York, 
Florida, Michigan, Texas, Colorado, California and the Northwest have 
already registered for the week. No matter what your strength, if you 
can find a way to get there, don't miss this year's big show. 


Amoung the 7 professionals from Japan and Korea who will attend, the 
star of the show will be Eio Sakata, 9 dan, and the leading title winner 
in Japan. With him will be Yusuke Oeda, 8 dan, a great supporter of 
international go who is also head of the overseas department of the 
Nihon Ki-in, as well as America's own star, Michael Redmond 5 dan. 


@ 


Organized by the Seattle Go community under the auspices of the AGA, the 
Congress (Aug 16-24) is designed to provide a wealth of go activities 
while allowing players to attend the Canadian Open (Aug. 16/17) in 
Vancouver and the Eastern U.S. Championship in New York (Aug. 30/31). 
The Congress will have films, lectures for kyu players, team go, and 
non-go and quasi-go events. It will include a Congress Tournament (Mon. 
- Fri.), a handicap tournament (Aug. 16-21), and the 1986 Western U.S. 
Championship (Aug. 23/24) Players may enter any combination of these 
tournaments and the numerous side events planned by the organizers. 


Several other Japanese pros will participate for the full Congress 
including Noriuki Nakayama, one of the finest of professional teachers; 
and two professionals from the Hangook Kiwon (Korean Go Association) 
will be in attendance. The pros will hold simultaneous demonstrations, 
give lectures and play 1 on 3 teaching games. 


The Congress will be held at St. 
Thomas Conference Center, located 20 
minutes from north Seattle and about 
25 miles from the Seatak (Seattle- 
Tacoma) International Airport south 
of the city. (See map below.) The 50 
acre St. Thomas campus sits in a 400 
acre state park offering miles of 
wooded hiking trails with fields and 
courts for soccer, softbal, volley- 

ball, tennis and handball, ¥% mile to i eae 
a beach on Lake Washington and two 
miles away to a public beach with 
lifeguards. 


Directions to St. Thomas by Car 


Sor BOO ND ON I-5 FROM VANCOUVER 
Take Exit 177 (Lake Forest Park) onto Ballinger Road N.E 
2 falow Ballinger Road N.E. for about 3 miles to Hwy. 522, also called Bothe!! 


3 ie i left on Hwy. 522/Bothell Way to 68th Ave. N.E. in Kenmore 

4. Turn right on 68th Ave. N.E. which becomes Juanita Dr. N.E. and follow it 
south to a wooden sign on the right indicating St. Thomas Center (N.E. 145th). 

5. Turn right and follow drive until it forks, stay to the left until you reach 
St. Thomas Center. Park in Conference Lot 1 or 2. 


NORTHBOUND ON 1-5 FROM PORTLAND 

1. Take Exit 175 (N.E 145th) and turn right at the end of the exit ramp onto 
N.E. 145th. 

2. Follow N.E. 145th to Hwy. 522, also known as Bothell Way. 

3. Follow instructions #3 - 5 listed under SOUTHBOUND ON 1-5. 


SOUTHBOUND ON 1-405 FROM VANCOUVER 

1. Take Exit 23/Hwy. 522 (second Bothell exit) 

2. Follow Hwy. 522 west to 68th Ave. N.E. in Kenmore 

3. Turn left, continue on 68th Ave. N.E. which becomes Juanita Dr. N.E. Follow 
it south to a wooden sign on the right indicating St. Thomas Center. 

4, Turn right and follow drive until it forks, stay to the left until you reach 
St. Thomas Center. Park in Conference Lot 1 or 2 


NORTHBOUND ON L405 FROM PORTLAND 
Take Exit 20A (N.E. 116th) and turn left at the end of the exit ramp onto 
N.E. 116th. (NOTE: This is a northbound exit only.) 

2. Poliow NE. 16th through second signal light (96th Ave. N.E) and continue 
through this intersection. You are now on Juanita Dr, NE. 

3. Follow Juanita Dr. N-E. for four miles to a wooden sign on your left indicating 
St. Thomas Center (N.E. 145th). 

4. Turn left and follow drive until it forks, stay to the left until you reach 
St. Thomas Center. Park in Conference Lot 1 or 2 


The Seattle area's many tourist attractions are an important part of the 
Congress, particularly for families with non go-playing members: a boat 
trip to an island for a traditional Indian Salmon dinner and dance (Wed- 
nesday afternoon and evening), a tour of a local winery and brewery, and 
the World's Fair Expo '86 only 3 hours drive away in Vancouver B.C. 
(Tourism booklets available.) Because of the enthusiastic response to 
the Congress promotion there are few beds left at the Conference center, 
so send in your deposit as soon as possible. There is additional housing 
in hotels and motels not far by car from the Congress site at a slight 
additional cost. In the event you do not have the registration form sent 
with the last AGJ, send a $150 deposit to the Congress address (above) 
and you will receive a prompt response with full details. It is crucial 
that those who wish to play in the Main Tournament arrive to register by 
8:30am on Monday (18th) and by 9:00am (23rd) for the Western Champs. 


® 


Players may preregister and reconfirm that they will arrive in time to 
play. Unrated players are urged to come early and receive provisional 
ratings. 


AGA organizers and Chapter representatives note: For the first time 
there will be a unified meeting of the AGA Executive Committee on Friday 
evening Aug 22nd at 8pm. You are urged to attend. Amoung the topics to 
be discussed are new by-laws for the AGA, criteria for AGA international 
representatives, and the site and organization of future Congresses. 


Eastern U.S. Championship Al Fresco 
The Eastern U.S. Championship has returned to New York and to the 
rooftop garden of the Hotel Grammercy Park at 2lst St. In 1984 some 155 
players of every rank played for dozens of prizes in the airy shade of 
the garden awning. If you can, breeze up to the garden for some late 
summer go in the premier Eastern tournament. Eio Sakata, Yusuke Oeda, 
and Michael Redmond will attend to grace the event, play simultaneous 
games and lecture. For information contact: Roy Laird 718-768-5163. 


Blostronis 89 Boar 


PC's high resolution graphics simulate a GO set * Board size 
option from 1x1 to 19x19 * Game can be saved anytime for later 
continuation or review * Moves can be inserted anywhere in a 
game * Game record can be printed out in standard notation * 
Recorded game can be played forward or backward * Playback 
either manual or automatic with adjustable rate * Recorded 
game can be continued from any move as a new game * 
Comments can be inserted after any move, during play or later * 
Comments announced by tones, and reading them is optional * 
Move number is always displayed * Number of captured stones is 
displayed * Automated capture of stones * Score calculated at 
end of game * Sound of GO stones on board (optional) * A 
tutorial that teaches GO * A library of famous games on disk * 
BROWSE program presents GO text files for convenient reading * 
Annotated bibliography * Glossary * Not copy protected 


Requires an IBM PC or compatible, 128K, one single- or double- 
sided disk drive, a graphics adapter, graphics monitor, DOS 1.0 or 
higher. The price is $29.95 (+$3.00 S&H; tax in CA). 


o(” Infinity Systems International 
4 PO Box 9964, Berkeley, CA 94709. 415/548-8170 


Computer Workshop at the European Go Congress 
The Hungarian Go Association and the European Go Federation have planned 
a SOFTINVEST Computer Workshop for the 1986 European Go Congress in 
Budapest, Hungary. (See TSE Calendar for Congress info.) It will develop 
a study aid for teaching the rules and collecting instructional 
material, bring together most of the experts to discuss and test already 
existing programs (or works in progress); prepare the conditions for the 
First European Computer Go Championship (to be held at the 1987 EGC in 
Grenoble); and work out a summary of conditions for those programs. For 
further information or to offer feedback or help with the event contact: 
Anton Steininger, Wienerstrasse 69, A 4020, Linz, Austria. 


All A-Board! 


Roger White 


When I first began this column nearly two years ago, my first 
guest columist was Bill Spight of New Mexico, who wrote about 
the virtues of postal go. At about the same time, the co-authors 
of this issue's installment were devising their own approach go 
Go-By-Mail. Later they discovered Go~By-Phone, and later yet 
they found Bill's colum in an old issue. Finding that they had 
made some additional useful discoveries, they write as follows: 


LONG-DISTANCE GO 


by Carl Mendez and George Meyer 


How do you continue to develop your game when there are no other 
players around? This is the problem George faced two years ago as he 
was leaving a go-filled summer in Manhattan to return to Oberlin College 
in the middle of Ohio. On one of his last nights in New York City a 
mutual friend of ours, Phil Williamston, called and asked George if he'd 
like to complete a go foursome with a couple of friends, including Carl. 
Carl suggested that we continue to play by mail, since our strengths were 
close and we had just had an exciting game. We gave it a "go" and 
although we had met only that one time, after nine months of go playing 
we were good friends. 

Go-By-Mail is as easy as it is rewarding. Just get a 19x19 sheet of 
graph paper, or a special pad that is available from various sources, 
such as Ishi Press. Even better, Dietmar Hartung sells special recording 
pads that come with peel-off mmbered "stones" on a separate sheet. The 
result is exactly like game records in magazines. (Contact Dietmar 
Hartung, Arndstr 13, 1000 Berlin 61, West Germany.) When improvising 
with graph paper, each player should use a different colored pen. Decide 
on colors at the beginning of the game. Making a move entails writing 
down the move number on your chosen intersection and circling it, using 
the correctly colored pen. 

Since making one move and mailing it to your opponent can be a very 
slow way of playing, we recommend playing multiple games at once. This 
will ensure that each person's turn is interesting even if some of the 
games are in more relatively mundane stages. We have settled on six as 
being the right number of games for us; since we are evenly matched, 
having an even number means that we can each play black and white in an 
equal number of games. Keeping at least one copy of the games at all 
times is imperative. George once lost the games; it was quite traumatic 
to lose six months of work, jto realize that all the traps he had set 
would never be sprung, to have to rack his memory and meekly send off two 
vaguely reconstructed games and then face Carl's reaction. It was almost 
too much for George to bear. LInuckily Carl's telegram that he had kept 
copies of the games reached George just as he was contemplating life from 
the highest point of view - the third floor of the library. 

Playing by mail offers each player the time to study the board to 
one's fullest potential. In many clubs, there are some players who are 
criticized for playing too slowly. In postal go, though, the moves 

cont'd on p. 31 


Talking Stones 


Peter Shotwell 


Go and Fencing 


One of the pleasures of rooting around in libraries in 
search of material for this column is the occasional discovery of 
a forgotten manuscript. On a trip to the Princeton Library where 
the Karl Davis Robinson collection of go books is housed (see AGJ 
19:3 p. 22). I discovered two typewritten manuscripts by 
Robinson and his collaborator John Olmstead, in the undergraduate 
reserve room for frequently used books. One was "The Rationaliz— 
ation of Go", written in 1941, which treats on the rules of go as 
defined by algebraic proofs. The other was "Gote No Sente", 
written in 1935 by Sekiyama Riichi and translated by Ikada 
Tokuzo. Robinson was the editor. 

"Gote No Sente" turned out to be one of the early explora-— 
tions of the then recently discovered "Shin fuseki" by one of the 
top players of his day. (Unfortumately, he was later incapaci- 
tated by heart diease so that he was never able to fully develop 
his potential.) Besides some commentary on centrally-oriented 
even and handicap fuseki, Sekiyama discussed his researches into 
the various sequences and strategic applications of the "o- 
takamoku" play (the 4-6 point), which he is credited with 
originating. But more than this, there was a theme that ran 
through this book the title of which, as Robinson says, "has the 
arresting quality of an Irish bull in English" or perhaps a 
Spanish castle, since sente and gote are mitually exclusive 
terms. As Sekiyama puts it: 


It is hardly necessary to dwell upon the importance in the strategy of go 
to play at valuable points, always "giving up small ones and taking big 
ones" - at each step ahead of the opponent. In the actual game, however, 
it is often the case that one suffers from many weak points in later play 
because previously one had played sente after sente in a forcible manner. 
One often incurs severe counterattack because of an attack attempted too 
early or short of full preparation. And it is by no means an easy task 
to play pure sente. 

It should be known that however skillful and experienced the player 
may be, he cannot always play on during the course of the game with sente 
always in hand. In consequence, he should be contented at times with 
gote. 

Although generally held in disfavor, gote is not necessarily an 
inactive stroke. A gote which implies great aims in successive play is a 
stroke of inherent power not inferior to that of the ordinary sente. 

Gote No Sente (sente in gote), given as the title of this book, means 
just such a stroke. 

Now allow me to digress for a while. There is a phrase nochi no sen 
(sen in nochi - sen meaning "first"; nochi, like the go- in gote, meaning 
“after"). This phrase is employed in the Itto-ryu school of swordsman- 
ship. According to a certain book on Japanese fencing, the gote side 
should be mindful to take nochi no sen upon the instant of the opponent's 

cont'd on p. 29 
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REDMOND Interview 


“Because I Love the Game” 


Les Lanphear Interviews Michael Redmond 


Part. II 


Do you lead the life of a typical professional go player? 


No it is not typical, because others would be out of Oeda's house by 
now. It is good to stay there because of the strict environment and no 
waste of time. Some other pros play mah-jongg. and drink a lot. The 
dojo keeps me on the path to true go. I can study with friends and 
learn from them. Other pros have to travel an hour to study with each 
other. 


I am one of ten students living in the dojo and I share a room with a 
bunk bed with another student. The one bookcase is mine for all of my 
books. Six students sleep on the floor of the playing room after they 
have put away the boards and stones for the evening. Most of the time 
Oeda's mother does all of the cooking. 


Does living in the dojo give you a playing edge? 


Yes as long as I make good use of it. In the past I had a reputation 
for studying more than anyone else, although this may not still be true. 
When I was pro l-dan to 2-dan I killed a lot of groups and had a 
reputation for that. 


How has your game changed since you have come to Japan? 


I was lucky when I came to Japan because a knew a lot of tsume-go but I 
was weak in joseki (opening). Therefore I didn't have to forget many 
joseki. In the beginning, I made many overplays and lost most of my 
games. I changed to a territory-first style, and now I count the score 
frequently even though I fight more. My style is in the proccess of 
changing. 


What are your future goals? 


My goal is to be as close to the top players as possible by the age of 
32-35. I am well on my way. In the l-dan to 4-dan section there is no 
stronger player than I. I feel that I am already above 5-dan. 


There is a belief among the Japanese that by the time you are 25 you 
must have all your studying finished and cannot learn. Some people even 
say it is 23. I don't believe that you stop learning at 25, but it 
takes more work, maybe twice as much study. I always play to win all my 
games; each game is serious. The size of the prize does not make a 
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ditference, except that some tournaments can only be entered if you have 
a certain number of wins. 


Could you describe the barrier between lower pros and the upper 
level? 


The difference is go ability and playing technique and of course the 
mental barrier one must cross. The 5- to 9-dans are similar, but there 
are two types: "normal" 5-9 dans and super pro 5-9 dans - "top 
professional" title holders,etc. 


Does simultaneous play affect your game? 


Playing simul games is OK if one does not play tricky moves, and one 
knows which of his moves are wrong and why, and where the weaknesses of 
these moves are. 


Do you study an opponent's games before a match? 


Yes. I study their game records and those of all of the pros which are 
available at the Kiin. Normally I do not change my game plan after 
looking at their games, although I will be playing a game and my 
opponent likes to play a certain opening. My game plan is such as to 
take this into account. (Michael played the same opening that his 
opponent favored, and won.-LL) I also watch other games being played 
when I am watching a match at the Kiin. 


Could you explain the oteai? 


Each player has ten games per year in the oteai, making promotion 
difficult and slow. You know all of your opponents at the start and 
they do not change even if you are promoted. There are also tournament 
games being held at the same time. This means that I have 2-3 games per 
month. During August and September there is a one-month vacation. It 
should be noted that the winner of the games in the oteai can submit the 
game records to the Kiin any time during the year for a fee of Y2000. 
(Promotion is based solely on the results of these games. Michael was 
recently promoted to 5-dan and because of the number of games required 
to earn promotion to 6-dan, it will not be possible for him to win 
promotion for at least two years.) 


How are you treated as a go professional in Japan? 


Japanese pros treat me like a Japanese and the fans think of me as a 
foreigner. Not impolite, just that I am different. My game with Sakata 
Eio made me famous and many people know my name. I even have fans. 


Can you make a living just by playing go? 


I don't worry about money since it is a waste of brain energy. Money is 
not everything. When I become 5-dan my future will be secure, even if I 
only do teaching. I teach twice a month at one place, and then fill in 
for Mr. Oeda when he is unable to keep teaching engagements. 


Several European players have come to Japan to become pro and 
have returned home. Why haven't they succeeded? 


All the foreigners came to Japan when they were too old. I was almost 
too old when I came. They must also throw all their joseki away and 
start over. To become professional, Western players must be accepted as 


an insei (professional go student). Then the top 20 insei enter a round 
robin league. A specified nuber of the top finishers will be promoted to 
professional l-dan. 


How does one become a strong amateur? 


That is the correct way to ask the question. Most everyone asks, "How do 
I become stronger?" 


STUDYING: 

Read books, especially tsume-go (life and death) 

Play through professional games (though I'm not really sure how much 
good this does). The best sources for games are Invincible: The Games 
of Shusaku and the "Kido" yearbook (and, of course, "Go World".-LL) 
Learn basic shapes and joseki, but not by memorizing the moves. 
Understand the meaning behind each move. They must become instinctive. 
Study in a way that you enjoy. 


PLAYING: 

- Try new moves you have seen until you understand them or discard them. 
- The ideal opponent is 2-3 stones stronger. Playing a weaker player at 
more than 4 stones can be bad. (However, if strong players never played 
weak players, weak players would never become strong players.-Ed.) 


How do you teach go to beginners? 


Here are some pointers for teaching: 


Help the beginner find a partner so they can learn as a pair. 

Teach them the basic rules and let them play, commenting on their games 
while they are in progress. 

Help them with any problems that come up while playing. 

Ko will be found very early and need not be taught right away. 

Start on a 9x9 board and move to a 13x13 as soon as they grasp the game 
on a basic level. The earlier the better, and certainly by the time 
they are surrounding territory. 

Move to a 19x19 when the games resemble real go. This is a difficult 
question and you should ask my sensei, Mr. Oeda, about it. 


You do not have to be smart to play go. Even school dropouts play go in 
Japan. 


I am waiting for some young American players to follow me. America is 
far behind Europe; many European young people are playing. To become a 
pro you must set everything aside in order to play and learn go. A 
player who has reached 5- or 6-dan by age 14 has a good chance to become 
a pro, although age 11 or 12 is better. 


What do you miss most about America? 


Not being close to my parents and immediate family. I have enjoyed 
visiting Santa Barbara for the short times that I have been there. 


If you had only one thing to tell American go players, what would 
it be? 


Teach children. 


REDMOND Analysis 
LS 
Redmond vs. Kazuhiro 


Comments by Michael Redmond 
exclusively for the AGJ 


Oza Sen: Ist Section, Third Game 
played March 14, 1984 

W: Michael Redmond 3-dan 

B: Hagika Kazuhiro 2-dan 


I tried a new move with 16 but 
W17 would have been better. B19 
was severe, but 25 was a mistake. 
B should have played 25 at 27. 31 
should have been at a. The 40-41 
kikashi gave me life in the corner 
with sente. I took the lead here. 

50 should have been on the third 
line at 11. B invaded at 51 and 
the game became complicated. TI 
switched the attack to the right 
side with 68. 71 and 74 were both 
tesuji. 

152 was a mistake. I should have 
played at 166. B159 was forced. 
1 in Dia. 1 does not work as W can 
capture the key stones with 7-12. 
B's stones on the left side es- 
caped easily, but I had a large 
territorial lead when I lived with 
190. B then attacked my center 
stones but I lived easily. 


77 at 71; 88,91,96,99,102,105,108, 
111,114,117,120,123,126,129,132, 
135,138,141,143 - ko at 75-36 

158 at 153; 222 at 218 


B resigns after W224 


Game Record 1 
(1 - 100) 


Game Record 2 
(101-199) 


Game Record 3 
(200-224) 


Chinese Problems 


selected and translated by Chen-dac Lin 


THE GOLDEN ROOSTER STANDS 


Many of the thousands of prob- 
lems in Chinese go literature 
have names. "The Golden Rooster 
Standing" is a special technique 
that separates the opponent's 
group into two segments. Each 
of the separated segments perish 
because the invading group 
cannot be captured. 

W to play and capture B. This 
is an often seen corner posi- 
tion. B may take W's stone at 
a. It may seem that B is alive, 
but... 


PROBLEM #3 


‘ 
B to live. This corner technique 
is often used, SO take note. 


MORE PRECIOUS THAN GOLD 


B to live. B may get an eye by 
playing either a or b, but there 
is no time to make a second eye. 
The key is to use the two sacri- 
fice stones, and to consider B's 
relationship to the corner. 


: : 
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PROBLEM #4 


B and W each have a group encir- 
cled. W has an eye, B has no eye 
but it seems B has more liberties. 
W to play. Who will win the race 
to capture? 


Solution on p. 27 


1985 China Goodwill Tour 


by Richard Dolen 5-dan 


For three weeks starting in the middle of September 1985 I was part 
of a Chinese-American go tour of mainland China. Organized by James Chen 
of Los Angeles and sponsored by the Overseas Chinese Bureau of the 
Chinese government, its main purpose was to promote goodwill in the 
Chinese community abroad. I was very interested in participating but it 
was only because of the efforts of James Chen on my behalf and perhaps 
because I had met Chinese players and officials on their previous visits 
to Los Angeles that this was possible. 

The nine of us visited Beijing, Suzhou, Hanzhou, Nanjing, and 
Shanghai. In each city we played a friendship match with a local team, 
then went sightseeing and banqueting. Our strengths ranged from 6-dan to 
1 kyu. In the beginning they appeared to be pairing us with 
professionals of the same numerical rating. They apparently felt obliged 
as a courtesy to show us their strength. By the end of the end of the 
tour, however, they allowed us to win about one game each. The next city 
would get a phone call giving the current city's results. 

My opponent in Beijing was a scenario writer for the film The 
Unfinished Game, a Chinese-Japanese co-production dealing with the 
effect of World War II on the friendships of two generations of go 
players. The following day, after a dinner of Peking duck, I lost an 
even game to a boy of 7s. 

There is no room here to discuss my very positive impressions of 
China as a nation striving hard to bring itself into the modern era 
without acquiring the social ills that have accompanied such progress in 
other countries. Everywhere there is a spirit of curiousity and growth. 
There is much more independence in people's daily activities than I 
anticipated, though I was assured that matters were much different seven 
years ago. Go activity in China is organized for the purpose of 
recognizing talent early, cultivating it, and using it for the prestige 
of the country. 

The intensity of the drive to beat the Japanese in the NEC Super Go 
Tournament - which was successful - is almost inconceivable to us. To 
prepare for the match pitting Nie Weiping against Kobayashi Koichi, the 
Chinese professionals undertook a sustained analysis of Kobayashi's 
games. One position was analyzed through 2000 variations to arrive at a 
conclusion. And yet in Shanghai, a city of 12 million, there is no go 
club for amateurs open after 5 pm, the closing time for most government 
run businesses. 

Some unforgettable memories: Nie carrying our baggage, Shang 
bronzes, watching the carving of an exquisite ivory fan, the music of 
the native string instrument, the ceiling of Tian Tan (the temple of 
heaven), and banquets (54 in 18 days). 

On our way back we stopped in Tokyo just in time to see Michael 
Redmond's promotional game to 5 dan. (Editor's note: last issue, Michael 
described how Richard introduced him to go. The Redmond interview 
concludes on p.10 of this issue.) 


© 
Winning Through Mental Discipline 


The Ten Commandments of Go 


by Otake Hideo pro 9-dan 
from Kido February 1985 


translated by Bob Terry 


The "Ten Precepts of Go" were written by Wand Chi Shin, a high government 
official during the Tang dynasty (AD 618 to c. 907). Wang Chi Shin was 
a top player of his time and a famous legend has it that he was initiated 
into the secrets of the game by an old woman. It seems that Shusaku tock 
these ten precepts of go as the credo of his career, and elaborated on 
them for the sake of a player named Ishitani Kosaku. When the collection 
of Shusaku's games, The Reverberations of Tapping Precious Stones, was 
published in 1897, these ten precepts adorned the opening page and have 
been linked to Shusaku ever since. 


#1 — GREED DOES NOT GAIN WINS. If ome is greedy, one overplays; trying 
for too much upsets the balance, ensuring a loss. 


Surely this needs no further explanation. I'm sure you have had 
many experiences trying to take too much territory and suffering a 
resounding defeat instead, or trying to save the useless tail end of a 
group of stones and winding up losing the whole lot. fThis happens 
because the mind wanders. If the overall balance of the board is kept 
paramount in one's mind, overplays, unreasonable moves, greedy moves 
cannot be played. One wants to set up one's game in the center of the 
board, calmly and imperiously. 

Suppose in a handicap game W 

Spf fede feeb fe fon) ee Pete be bef de jumps right into the corner quickly 
F@ bet eb 4b bt @ tbe with 1 in Dia. 1. In reality this is 
- ee ee a terribly greedy play. But if the 

feb pap oh app fete ped pep weaker player is concerned only about 
Sarees ime Sa a ln Oa the corner and timidly blocks at a, 
a face ee ine ea i e he allows W to hane at b. The 
rT ae ART : unreasonable move prevails over 


OTe ree | principle. 
i ea De ee “| The most important factor to 
Lan consider here is what is to become of 
Dia. 1 W's two triangled stones in Dia 2; 


the corner territory is not an 
important matter at this time. 


Therefore, play the powerful sagari of 1. Don't worry about W 
taking the corner through 10. If B develops toward the center with 
either the important point of a or the one at b, he's on his way to an 
overwhelming win. The sagari of 1 is just the thing to show up W's move 
for the out and out greedy play that it is. If greed prevails because of 
a mistake by the opponent a good result may develop, but this is not the 
correct way to play go. 


#2 — Enter The Sphere Nice And Easy. The sphere is the opponent's sphere 
of influence. Easy means gently, with plenty of room to move. Avoid 
getting into a fight in your opponent's sphere of influence; it's 


better not to play in too deeply. HeqeCheae 

First, consider Dia. 3 which is aa ie picpry 
from one of Kitaki Minoru's games. ()) cif 

B played 1 to erase W's promising 2h yo | pan 
I oe, 


moyo on the upper side. This 
invasion might seem rather deep but 
since W has a defect around a, he can 
come in this far. 

When W pushes up at 2, B skips 
lightly to 3. After W defends at 4, 
B jumps again to 5. This is certain- 
ly "entering the sphere nice and 
easy"; without starting anything he 
quickly beats a retreat. 

W tests the water by occupying 
the big point on the lower side with 
6. Of course he is eyeing from afar 
the B stones that just jumped to 5. Dia. 3 
Accordingly B fixed the shape with 7 
and 9 and jumped again to 11. That is because if he is capped by W11 he 
will come under attack. 

It is the lightness, the easiness so clear in Dia. 3 that this 
precept tries to teach. It might seem too light, but it is definitely 
not. 

Generally speaking, if one side takes profit, the other creates 
thickness. By making 20 points of territory one can expect the opponent 
to develop thickness worth around 20 points. What will become of those 
20-odd points of thickness...If one plays such that the thickness is 
converted to 20 points of territory, it's good enough. Since this side 
made 20 points of territory originally this is sufficient. It adds up, 
doesn't it? 
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#3 -— IF YOU ATTACK YOUR OPPONENT, LOOK BACK AT YOURSELF. If you attack 
despite weakness in your own position it will only invite failures. 
Rather than initiating a rash attack, secure your own footing before 
T I imagine that this is quite an 
“ye easy precept to understand. Doesn't 
ae ® al e everyone have the scars to prove it? 
| Slugging it out in a= knock-dom 
3) drag-out brawl is fine, but before 
you know it the cuts and wounds are 
‘) too much to handle. 
1s Dia. 4 comes from a game I 
played as B. It seems that the 
disposition of W's two stones on the 
right side will prove to be the key 
to this game. With that in mind I 
built up my position with Bl. This 
@ is a very fine point which defends 
- fe fe f the cutting point at a. One can have 
= pe neahieate Paes = peed te nd () no qualms about occupying such a good 
point. 

Dia. 4 W2 is a big point. B starts 
attacking with the checking extension 
of 3. In answer to W4, B strikes at 

the vital point with 5. Since B has first secured his footing with 1, he 
can attack as strongly as he wants. Bl and B3 are perfect examples of 
"honte" (honest, genuine moves - the Real McCoy). 

Expending a move at the start to defend a weak point looks slow- 
footed and plodding. But the funny thing about go is that while in the 
beginning one plays at a slow pace, afterward one picks up speed. 
Actually, this is quite natural since playing slowly, even a bit plod- 
dingly leaves few defects or weaknesses to exploit. A breakneck pace to 
take the big points or territory necessarily entails leaving a wide range 
of weaknesses. If one plays solidly, assuring oneself of a secure 
footing, when the time to attack comes one can do so worry-free and press 
the issue to its conclusion. Then you can leap ahead. 

This is the beauty of playing a thick game. 

However, one cannot declare that the [Tr S not Sy 
thick game is superior to the running game. 8 
If one's thickness cannot close the gap that Uncomment... ee 
the running game has opened up one will lose DOG RAS 
on points. It is essential to develop a 
technique for utilizing thickness. If you 
attack your opponent, look back at yourself. 
However, a word to the wise: one can amass 
latent power by protecting a weak point but it 
may conceivably turn out to be an unnecessary 
or weak-kneed move. 


#4 — ABANDON THE SMALL FRY; FIGHT FOR THE INITIATIVE. Discard stones but 
take sente. Do not cling to small groups of useless stones, but consider 
the whole situation and turn elsewhere. 

You may shrug at this and say, "It's obvious - what's the big 
deal?" But in the midst of a battle one's vision becomes clouded and 
inevitably one gets enmeshed in the local situation. For example, what 
do you think of Dia. 5? 

In a four stone game W cuts at 1. Tell me, what would you do? 
Truly. 


Pee eee (et Ha (ee me ee tet A ef of |- ; 
LOL sees al Comecer JEcceeage al i 
> ini 10 ) “| f- ; to) fe 
oe ee oe a (a Pe Oe fos factleesb- nen e A 
e(+H4+He . @|-|| | |} 00: e000" 
TREE Oe 35 = pepe dd te def Ne eee 
ale. ~f-4--4(Q) o- 
ang Crete ett 
oo oes oe ; | | 


Dia. 6 


The correct response is to abandon the five stones and connect at B2. 

Dispose of the matter at once and then take sente to invade at B6! 
By abandoning the five stones in Dia. 5 B gives his opponent not 

more 
than ten or so points. But compare that to the destructive power of B's 
invasion on the lower side. If one considers only the local situation 
one might be tempted to cling to those five B stones as in 
Dia. 6. But B2 invites the sente plays of W3 and 5 and with 9 has ended 
up protecting the lower side. Please savor and digest the significance 
of the different results in Dia. 5 and in Dia. 6. 


#5 — DISCARD THE SMALL, CLING TO THE BIG. It is essential to discern the 
difference between the big and the small. 

One's ability to perceive the difference between big and small is 
determined by how frequently one plays. This is not a matter of the 
relative value of endgame plays. At all stages of the game, plays come 
up that tax one's ability to assess the balance of profit and loss; in 
fact, this is the most difficult aspect of the game to master. In the 
broadest sense, one struggles to determine the comparative value of plays 
from the very first move until the very last as far as I am concerned. 

It is a simple matter to calculate territories but this is only one 
of the fundamentals of the game. Questions of a stone's influence, 
strength, how it contributes to shape or defense must be mulled over 
before one can correctly determine the size of a move. 

Closing in on W with Bl in Dia. 7 is a A 
big move in the opening. The trick is to keep ‘ 
pressing after W2 with B3 so as to create a Sores 
large territory. Discard the small but cling (mi{- 
to the big; it is a precept for building 
territory. 

Capturing the two stones with Bl in 
Dia. 8 is by no means a small move but W2 is 
much bigger since it abuts against B's 
position. This diagram shows how B discards 
the big to take the small. 


Eek aem 
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#6 — IF ONE MEETS DANGER, IT IS NECESSARY TO ABANDON SOMETHING. Do not 
regret to abandon a precariously positioned stone. Trying to yank it out 
only makes matters worse, adversely affecting one's position throughout 
the board. 
W's triangled stone at the vital 
oe tod be Reb AttoR ted t-d-t- FAH-]|s point in Dia. 9 puts B's two stones 
PB ttt ppp tere] in’ an obviously forlorn position. 
aoe am ea iT} |], |] Here is a case where one meets danger 
and necessarily abandons something 
for the time being; and casts one's 
eyes toward plays at aor b. Moving 
out with Bl and 3 in Dia. 10 is also 
possible,. However, one can hardly 
be proud of the stupid-looking empty 
triangle one must make in order to 
escape. With B's heavy stones as an 
~f- +- 4 {-+-4-| object of attack, W can channel the 
PETE PPPP Ppp pte p action in whatever direction he 
esl Ty a y]°| wishes. And even if B uses 1 to 
a kosumi at 3, W will leave B in an 
unenviable position by exchanging a 


an for b. 
| @: eee 5 oe oe ad as Tet's look at it from another 
+@»> O® tO | @ +4 point of view: abandoning stones will 
H VEsuegeengaawe result in a plus for one's side, 
arate dragging them out will entail a 

Dia. 10 minus. 

By abandoning stones for the 
moment, one always reserves the option to play forcing moves (kikashi) 
which threaten to rescue those stones. By running those stones out, one 
is committed to saving them and one's outlying positions will suffer as a 
result. The point is clear: Meeting danger, always abandon something! 


#7 — USE DISCRETION, DO NOT FLIT LIGHTLY AND QUICKLY OVER THE BOARD. 
Take careful stock of the advantages and limitations of your position. 
Do not fly blindly, running hither and yon. 

It is difficult to explain the "light, quick" concept here, and it 
is open to interpretation from many viewpoints: but I will relate my own 
reasoning. The Ten Precepts of Go do not deal only, or even primarily, 
with mental discipline but with all aspects of the stones and thus the 
LIGHT QUICK stones are literally light and quick. 

What this precept teaches is that one should handle the stones with 
discretion, weigh them in one's palm before one plays. Do not scatter 
them about the board indiscriminately, looking for a quick profit. 

Consider the checking extension of Bl in Dia. 11. With a studied 
sense of discretion, B carefully sets up against W's position. Although 
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there might be bigger points for one to take, there could hardly be one 
that affords such a perfect opportunity to strongly establish one's 
position. 

If B's three stones in the corner were absolutely safe, the checking 
extension of 1 would be a lax move making an over-concentrated shape. 
But it's just because these stones are so weak that one settles them. 
Just as in life there are people who shine through making no brilliant 
contribution to society, there are stones which display a similar aspect. 

Should B choose to disregard this area, W delivers an upper cut at 
the vital point of 1 in Dia. 12. 

Stunned by the blow at this vital point, B's position here crumbles. 

If B2, W descends at 3 and B's position is still wobbly. 

B2 at a leaves W with the attachment at b. As it stands B's 
position is shaky at best; playing elsewhere now would be questionable. 
Kyu players everywhere: if you aspire to the higher dan levels, under- 
standing this situation completely is a prerequisite. The move is so big 
it makes one want to cry. 


#8 — RESPOND IN KIND WHEN NECESSARY. If the opponent starts to move out 
you must battle for position every step of the way, with such vigor as to 
put yourself on top. 
“AS F This is the most difficult of the Ten 
TALE A'PUNCH tee Precepts of Go to explain and I can but offer my 
own interpretation. 

I am playing B in Dia. 13. In response to 
W's invasion with the triangled stone, I set out 
to attack him with Bl and W resisted with the 
attachment at 2 in order to make light shape 
(sabaki). When W escapes into the center with 
8, B pushes at 9, allowing W to jump further to 
10. In lieu of that W is compensated by getting 
ae _ to ruin B's moyo so he too is satisfied and 
ANd DISH ME OUT takes sente to play the big point of 12. 


Dia. 13 is a perfect example of this precept; Respond in kind when 


When a hand to hand struggle begins one must see it out to the end 
and not play elsewhere. Playing even a single move elsewhere will cause 
one's whole position to collapse. Furthermore, once a lull in the action 
has been reached one must not play a single move in the same area. The 
battleground after an action is not a fertile place 
to sow seeds. Therefore, when a oe foe et 


lull is reached one must tum |{_j_|_|. -@-+!- 44 " = 
elsewhere. “ptr -- 7 O4O- ai be |. 
The opponent says (with his bff te petteteFe RP Pf 
moves), "Come on, let's go at aes | See /@ : 
it!" and delivers some sharp blows; bp tps tcc pe tf OO) 


one must stand up to him eye to eye 
and make some kind of response. ; : 
Should one neglect to do so and he | | |‘ |] nnwas Bas ac is 
lands a couple of solid blows, one See ed ee te 
is guaranteed an unpleasant experi- oe ee ee ee | 

ence. Go is a game where a single (| pepe fede pee BO Ee 
move makes no big difference in the spb op Betas beeps peepee pn 


action, but two solid moves in a row | A A, eee 

can take a frightening toll. Think [of-} |} it /-t-}-+@) | 
of the effect two moves in a row ie see cee pop Pople 
have during a ko. Dia. 13. = 


Accordingly, if one's eeecnent starts a fight in an important 
sector one must answer with all one's might. 


@ 


#9 - IF THE OPPONENT IS STRONG, PROTECT YOURSELF. If the opponent is 
strong, defend your shape, play solidly. Do not approach a strong 
position too closely. 

"Stay away from a strong position and attack a weak one" simply 
makes common sense as a fighting technique. From the world of politics 
to a playground spat...Go has strong roots as a war game and aspects of 
it are reminiscent of power politics. It's not a game for the little 
guy, undemocratic if you will. But then on the other hand go's essence 
is a naked struggle for existence and perhaps that's where its attraction 
for our age lies. 

If one directs one's attention 
to the lower side in Dia. 14 it is 
+ + clear that developing B's position 
with 1 is a move which follows this 
dictum. Just by itself it's a good 
developing move, but its value is 
enhanced several times by the fact 
ole that in this case W has a strong wall 

towards the left. 

Sub ell ecabe I might add here that if one 
| ae already had the position on the lower 
Dia. 14 side created by Bl and chose to make 

an extension, it would not be to the 
| triangled stone but to a; that's the 
{ trick. "Don't approach thickness too 
=f closely." Should B neglect to play 


(5) here, W will invade at 1 in Dia. 15. 
B's stone under the star point comes 

(8) under attack giving W the opportunity 
; Ld to put his thickness to good use. If 


; an one can feel intensely this question 
| of strong stones vs. weak, thickness 
Dia. 15 vs. thinness, one's game will become 

so much deeper. 

I am playing W in Dia. 16. B has just jumped to the triangled 
stone and intuitively I developed with Wl. I don't know if this is the 
best move here but at the very least it's a good point. B's triangled 
stone puts pressure on the right side and to that extent the initiative 
there rests with B. Therefore, one's attention is directed toward his 
defect at a and one takes steps to reinforce that point. When the 
Opponent is Strong, Protect Yourself. 


vl. 
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It's painful to be forced to the second line with B2 and the 
following but W can Enter The Sphere Nice and Easy with the move at 9. 
The fact is, by developing with 1 W sets the stage to make this erasure 
play with little danger to himself. If there are no weak stones to 
attack, the value of thickness is cut in half. 


#10 — WHEN YOUR GROUP STANDS ALONE AGAINST A POWERFUL FORCE, TAKE THE 
PEACEFUL COURSE. If your stones are isolated in the opponent's sphere of 
influence, do not fight, think about how to settle yourself. 

This is closely allied to the __ fd Poh de Pe pe 
precept of entering the sphere nice [[/]/// 110 / UI. pe Leathe 

In the position in Dia. 17 B |..-/.; | 
establishes a secure set-up in the 
corner with 1. With this, W is 
afforded no scope to make trouble. 
According to joseki, B should play a, 
making a shimari, but since W is so 
strong on the outside, B must feel 
quite uneasy at the possibilities 
open to W with a play at b. 

B's stone in the lower right in 
Dia. 18 is obviously isolated within 
W's sphere of influence. Therefore, 


Force, Take The Peaceful Course. B 
crouches down, intent only = on 
settling his position with this move 
at 1. Leaving the 3-3 point open by 
playing a approaches W's thickness 
too closely and must necessarily 
entail much anxiety. 

The above exposition of the Ten 
Precepts of Go deals, in the final analysis, with one's perception of 
balance. One weighs considerations regarding the whole board, balancing 
questions of the speed of stones, balancing strengths and weaknesses, 
balancing profit and influence... 

Human beings tend to give full reign to their greedy impulses if 
unchecked; doing so precludes playing a go game well, with balance. One 
cannot take twenty without begrudging the opponent even ten. However, 
try doing that to a strong opponent: I guarantee that you will be set on 
your ear. 

Finally, consider this: balance is the essence of go, one plays a 
move and then the opponent makes a move. The precepts here are all for 
developing not only one's strength in go, but a sense of style as well. 


For Sale 
Out-of-print go-books and partial sets of Go Review and The 


American Go Journal. 10-20% discount on new issues, books, boards, 
bowls, stones. Write: C.R. Hutchinson, 1520 Anderson Court. 
Alexandria, VA 22312. Phone: (703) 256-8110. 


The First Ing Computer Go Championship 


by Bruce Wilcox 


The First International Computer Go Tournament was held in Taipei on 
December 30 and 31, 1985. Eight microcomputer programs competed against 
each other on a 9-line board. The programs ranged from having been 
developed for three years to having been developed for three days. Only 
two were not developed in Taiwan (NEMESIS from the US and MicroGo from 
Great Britain). 

The winning program, developed on a MacIntosh, defeated its oppo- 
nents by extensive look-ahead (200 moves per group per turn). It lost 
one of its games when it exceeded the one hour per player time limit. 
NEMESIS lost its first game just prior to winning it, when the opponent 
chose to suicide some stones. NEMESIS, playing by Japanese rules, 

refused to accept the move, but the 
tournament was held under Chinese 


pf rules, where suicide is legal (if 
B-P aP aee QOD) useless). NEMESIS lost again when 
Oe , Oo - 4 391411) noo outplayed by the tournament winner. 

45145 eae 19821 First prize was $2500. Second prize 
rG ptt tet tt ib OD was $1500. Third prize was $500. 

In a human vs. computer tour- 
nament Mr. Ing Chang-ki, the 6-dan 
amateur whose Wei Ch'i Foundation 
sponsored the tournament, challenged 
the winner on 9x9, and NEMESIS on 
19x19. $2500 will be awarded to the 
first computer to beat Mr. Ing ona 
9-line board. For a victory against 
him on a 19-line board, the prize 
would be $50,000. Mr. Ing destroyed 
& OO his 9x9 opponent, and I conceded that 

playing NEMESIS on even terms would 
; not be an interesting contest. I 
Dia. 1 predict that no computer will beat 
Mr. Ing playing even on a 19x19 board 


Lg Ge —_____| |_| within the next ten years. 
aa r+ OOO10+004 | Instead, NEMESIS took 9 stones 
le OOO in an exhibition game. NEMESIS held 


© © 

Rol Bes ne up well in the beginning, but around 
move 128 a Black group was cut off 
and killed. NEMESIS immediately 
offered resignation, surprising 
everyone that it both knew that the 
group was dead, and understood the 
score as a consequence. 

This year's tournament will be 
around mid-November 1986. It may 
also include larger board sizes. 
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On the Enjoyment of Go 


by Ishiure Noboru 5-dan 
from Igo Club January 1986 


translated by Robert McGuigan 


"I'd like to learn to play go but it looks so difficult..." We 
often hear this sort of thing. Surely when our friends and relatives see 
us enjoying ourselves at the go board they too would like to try it. But 
to find the best way for them to learn, that: is indeed a problem. The 
reader will certainly know that once the enjoyment of go is understood it 
becomes a lifelong friend. Then, too, I have heard from a geriatric 
specialist that when go it played, regardless of what strength, it 
exercises the brain and helps prevent senility. 

As the twenty-first century approaches there will be more and more 
leisure time, and how to spend it will be a problem for many people. I 
suppose that more people will take up golf, tennis and other such sports, 
but I think there will also be people who want to learn "brain sports" 
like go. 

However, with go there is the barrier that it looks difficult at 
first. I would like to present briefly a method for overcoming this 
problem that I have tried in classes and elsewhere. Go is a game where, 
if a person cannot win, their interest will never grow. So, after 
teaching the rules about capturing stones and ko, I immediately play a 
game. 
Using a nine-line board, the beginner starts with a nine-stone 
handicap (Dia. 1). From here even someone who only knows something about 
capturing stones can still play well. 

Diagrams 2 and 3 show a game I played the other day with a woman of 
about fifty who was taking up the go stones for the first time. If she 
was about to do something forbidden by the rules I gave some advice, but 
otherwise we played freely. 

There are situations where Black tried to capture White stones and 
instead was captured. In Dia. 3 we see moves like 16 and 24, putting B's 
own stones into atari. In all there were thirty-nine moves. The result 
was a nine-point win for Black. "The first time I played go I won." 

After building self-confidence like this, the mmber of handicap stones 
decreased and she scored easy victories at 8 and 7 stones. Now she is an 
enthusiastic go fan. 
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Diagram | Diagram 2 Diagram 3 


W21 connects at 18 
W37 connects at 34 


If a beginner goes directly to a 19-line board we often see dead 
stones all over the board and there is criticism of almost every move. 

In this situation the learner may easily think "I'm not going to play a 
second time." 

Handicap go on a 9-line board may not be very interesting for the 
teacher, but we just have to be patient. If we do this we will create an 
enjoyable addition to our circle of go friends. 

After we have introduced a few people to go, they don't have to play 
just handicap games with us, but can play even games with other begin- 
ners. After around ten complete games on the 9-line board, including 
these, graduation to 13-line can take place. Following this method will 
help a person to advance from the beginners' ranks toward shodan without 
losing interest, I think. 

Furthermore, I have constructed the following chart to help in the 
determination of playing conditions on 9 and 13 line boards. It is based 
on the results of small board games with many people; I will feel 
fortunate if it becomes a standard. Also, if the teaching player has a 
known rank then, using the chart, the beginner can be assigned a tentaive 
rank. The lowest rank is 30-kyu. 


Difference 6 7 8 
in rank 
9 line board 


# handicap 0 0 0 0 0 2 2 2 
stones 


komi given by]B 54 | B 3 | none] W3 |] W 6 B 3 | none] W 3 | W 6 none 


# handicap 0 (0) 0 2 2 2 3 3 
stones 


2» {2% 
13 line board ate 


komi given by]B 54% | none] W5 | BS | none] W5 | B 5 Jnone 
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Solutions to Chinese Problems 


SOLUTION - GOLDEN ROOSTER STANDS 


er 
me 
im 


Dia. 1 Dia. 2 Dia. 3 


Wl is the key point. If B2 shows determination W's connection at 1 
B takes the W stone with to fight to the last. only leads to B's 


2, "the golden rooster Again, W3 extends. life after 2. W 
stands" with 3. W7 After B4, W5 settles does not gain any- 
kills B. the dust. thing. 


SOLUTION ~ MORE PRECIOUS THAN 
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Dia. 1 Dia. 2 Dia. 3 Dia. 4 
Bl is the key W4 has to take If W2, B3 is a If W2 takes the two 
move. W2 takes two B stones, B5 forcing move, B stones first, B 
B's eye away, cuts and 7 en- creating an eye will make an eye 
but B3 creates sures life. and then B5 se- with 3. W still can- 
the cruciai cures life. not connect the 


shape for life. stone below Bl. 
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SOLUTION TO PROBLEM #3 


B's cut at 1 is the only move. 
W's strong attack at 2 is mt 


by the calm sacrifice at 3. 
B sacrifices the two corer 


stones to live. 


FAILURE #1 


B cannot play 1. W2 causes B's 


end. After W4, B cannot take 
the inner two W stones. 


SOLUTION TO PROBLEM #4 


Dia. 1 - Failure 


W's throw-in is the right first 


move. However, W3 removes one 


of its own liberties. 
the race. 


W loses 


sr eiiot 


ANOTHER CONTINUATION 


Wl poses a little more resistance. 

However, do not panic. The contin- 
uation of 2 to 6 becomes double ko 

and B lives. If B2 at 4, the sare 

result occurs. 


FAILURE #2 


One might think that 1 is a fancy 
move, but W2's connection causes 
the ko in the continuation above. 


Dia. 2 - Solution 


W3 to 11 is the correct continu- 
ation. "One eye kills the 
blind" - W captures B. 


Go and Fencing cont'd from p.9 


sen. For instance, deai-men upon the first engagement, or the harai-kote 
that one delivers in parrying the opponent's stroke, and so forth. 
(Translator's note: These are techniques of the fencing art. Deai-men is 
a successful stroke upon the adversary's forehead with the fencing stick, 
the stroke being delivered just after the adversary starts an action to 
strike one's body or head. It is a sort of counter-attack and takes 
"after-action" upon the first movement of the adversary - taking decisive 
sente movement following gote. Harai-kote means to parry the initial 
attack and make a successful counter-attack aimed at the adversary's 
forearm. Kote means brachial joint between the forearm and the hand, a 
stroke which is scored as a coup de grace in Japanese fencing.) 

In a biography of fencing masters, in a paragraph on the match of 
veteran fencers from Ittosai Ito of the Itto-ryu school, Matashiro 
Takayanagi vs. Shusaku Chiba (famous as one of three fencers in the 
Bakumatsu era, then but a junior to Takayanagi), it is said: "The match 
was prolonged, undecided. They waited. Not a flash, not a clash of 
swords. It was thought that the match would end in a draw. 

"The pride of Matsushiro was gradually offended by this lengthened 
contest. As the opponent Shusaku gave out a yell upon him, taking breath 
after breath in the match he must win, Matsushiro took a step in kaketo 
to get nochi no sen." (Translator's note: Kaketo is a very subtle 
technique, and it is difficult to give a definition without also giving 
definitions of various other techniques of fencing. It is an attempt, by 
a combination of footwork and manipulation of the sword, to invite the 
adversary to initiate an attack.) 

After all, as concerns not only go, swordsmanship and war, but also 
all other things involving sportsmanship and rivalry, sen(te) in nochi or 
in go(te) is of so much importance that it cannot be lightly passed over. 


One of the books I was looking for in the KDR Collection was 
Igo Tetsugaku (Philosophy of Go) by Tsuchio Tanadori in 1880 (I 
believe). John Power, the editor of Go World, has seen this 
manuscript and can read the classical Chinese script it was 
written in. He tells me that it is rather simply written but 
nonetheless restates the old idea that of all the martial arts, 
go is the most closely related to the subtleties of thrust-and- 


parry in sword fighting. 


RARER RR KK RK KR KR KR RR KK KR KKK KKK KKK KK KK KE 


Ted Drange, whose theories on small-board go were covered ina 
previous column advises me of several corrections. He works for West 
Virginia University; the fallacy described is known as "The Fallacy of 
Affirming the Consequent"; and the 3x3 sequence at the end should have 
had 5-B3 in it, since it is the winning play. Sorry, Ted. 
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Tournament News 
Late bulletin: Ron Snyder finished a credible 14th in this year's World 
Amateur Championship despite an illness which laid him low before and 
during the tournament. (He nearly had to back out.) Amoung his wins were 
two exciting come from behind victories (Ron's forte). Ron's most talked 
about game was against the Soviet player. The U.S.S.R. was participating 
for the first time and the combination of politics and go diplomacy 
could not be ignored in their match. Ron won and finished one place 
ahead of the Soviet in the final standings! 


Keshi and Uchikomi 


Based on writings 
Translation by T Ogoshi 


by Kaoru Iwamoto, 9-dan 
English preparation by Roger A Newlander 


Edited by Don Wiener 


PART II--INVASION 


TYPE V 

In this Type B has extended 
fully from his corner shimari 
to BA. In addition to this 
he has a 3-line skip approach- 
ing the W shimari in the upper 
left corner. The main differ- 
ence between this and Type I 
is the strong W position on 
the right side. Because of this 
W formation it seems right for 
W to invade the top, since any 
outward influence that B de- 
velops will not be so useful. 
The point for the invasion 
should be near the right 
corner, counting on the sup- 
port of the W stones on the 
right. 

If W invades at Wl in 
Diagram A, B would guard the 
corner with 2. The fact that 
the corner is now stabilized 
means that the two W stones 
on the right exert no pressure. 
After B4, it is B who has Won 
the run, while B is stabiliz- 
ing his position. In fact, 
there is even stronger action 
available to B if he wishes. 
He can adopt the method of 
Diagram B, beginning with the 
diagonal move at B2. W has 
to escape, while B suffers no 
ill effects. Merely to enter 
and escape an enemy's area of 
influence cannot be considered 
a successful invasion. 

DIAGRAM 1: Consider the 
point one line to the right <¢ 
B2, which is usually bad form, 
seems justified here since 
W1& 3 are somewhat clumsy 
after B4, 

DIAGRAM 2 (next page): 
Another possibility is to 
play B2 here. This guards 
the corner and is quite solid. 
B is biding his time waiting 


Diagram B 


for W's next move. W's 

usual play now is to move 

toward the center with W3. 

A jump to a is not good as it 

would be too close to the 

strong B corner. After B's 

jump to 4 it is again only W 

who is exposed to danger. 
DIAGRAM 3: Of course, 

all this play is based on B 

giving up the idea of develop- 

ing outward influence. If 


Diagram 4 


DIAGRAM 5: Here we have the other 
variation. W is able to live on the 
side with the moves to 13. The result 
is that B's corner position is weak. 

DIAGRAM 6: B might also try directly 
halting the W invasion by playing B2. 


After W3, B crosscuts with 4, 


Diagram 2 


B wants influence and if he does 
not place much importance on the 
area in the corner, he can attack 
with B2 in Diagram 3. Against B2, 
W moves toward the corner with 3. 
B now has 2 choices: he can cut 
the two stones apart with a or 
hold W from the corner with b. 
The result of the first choice 

is almost a joseki, as shown in 
Diagram 4. 

DIAGRAM 4: If B4, W5-W13 
follow, with W taking the corner 
and things pretty well stabilized. 
One can almost say that W has 
gained somewhat. Note that B8 
cannot be at 1 in Diagram C, 
since W would cut at 6 after 
2&4. B would soon find his out- 
side wall crumbling. 


Diagram 5 


Diagram 6 


DIAGRAM 7: W might now 
continue with W5&7. W has 
not quite attained what one 
would hope for from an inva- 
sion, but nonetheless B has 
been reduced to a low posi- 
tion and feels considerably 
harassed. Considering the 
various strategies now 
available to W, B can not be 
completely satisfied with 
just taking the corner. Diagram 7 
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Long Distance Go from p. 8 


should not be rushed; the players should allow themselves the time to 
carefully work out their moves on the go board. Use of go books is fair 
play and should be encouraged. We have found the Joseki Dictionary 
especially useful. Inmediate application in real playing situations is a 
sound learning experience, especially in seeing the relationship of local 
situations to the whole board and in looking ahead. However, we 
consider it cheating to get advice from another player. 

Even if it is not your turn, it is rewarding to reflect on the 
games. Where are the big points? What good and bad tendencies are 
displayed in your, and your opponent's, play? Where are your mistakes? 
Where are the traps? Playing like this, we have had the pleasant 
experience of seeming to play a few stones above our rated level. 
Carefully played games by mail will build in intensity, complexity and 
excitement. We have both found ourselves eagerly searching the day's 
mail, looking for the anxiously awaited reply to our best moves. 

The time factor, while enabling a higher level of play, is also the 
enemy of good play by mail. A rhythm of moves and a sense of continuity 
is lost by natural delays inherent in this form of play. Games seem to 
have a habit of arriving at the worst possible time (Carl often goes on 
business trips and the games tend to arrive when he is out of town. 

Since sending games separately really gets complicated, five games may 
sit around while a particularly nasty sequence in the sixth is being 
worked out. 

Last summer, when we were both in New York, we came up with a 
solution to this problem - go by telephone. We phoned moves to each 
other after careful consideration. The possibilities are thrilling. 
Delivery time is much faster, routine sequences and local fights can be 
played out "live", and we can exchange moves as desired without waiting 
for the moves in all the games to be ready since there are no physical 
games to be sent back and forth. George has now moved back to Ohio and 
we have kept up our Go-By-Phone. To make it cost effective we call after 
11PM. It is useful to have a long-distance service that bills in very 
short time increments - some companies go as low as six-second segments. 
Our calls tend to be short. An answering machine is very useful. It 
never asks you to repeat yourself and you don't have to waste much time 
asking how it has been lately. 

We have been playing now for two years. We have finished one of our 
six games and have begun a seventh. The remaining games are around move 
100. Can you imagine the intensity of a game that has been raging for 
two years? Both of us highly recommend this enjoyable and rewarding form 
of go. 


Quality sets 
imported 


from Japan. 


Recently imported from Japan: 
High-quality Go sets. 


Katsura wood Go table, 
14 cms thick 

Two chesnut go ki 

Slate & jitsuyo shell stones, 
8 mms thick 

Two books: Go for Beginners 
by K. Iwamoto, 9-dan; and 
An Introduction to Go by 
James Davies. $399 


Also available: 


Folding, felt-backed table board, 
1.85 cms thick 
Two chestnut go ki 


Glass stones, 8.5 mms thick 
Two books as above $79 


Both sets ready for Christmas. 
Satisfaction guaranteed. Master- 
card and Visa welcome. 


Please call or write: 


Shibumi Trading 


PO. Box 1-F, Dept. G 
Eugene, Oregon 97440 
(503) 683-1331 
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Serving you is our way. 


The pouring ofa simple cup of tea. 
It captures part of our very essence— 


graciousness. 


Graciousness could also be a smile. A bow. 
You'll see them on your Japan Air Lines 
flight. And when your tea is poured, 
take particular notice. It is far more than the 
mere filling of a cup. It is a subtle ceremony, 
as delicate as a butterfly’s wing and 
performed just for you. The beauty of the 
moment is shared by the served and 
the server. At Japan Air Lines serving you is 
more than a job. Serving you is our way. 
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